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Toolification of Games: A Discussion on a Derivative of Gamification
that Achieves Non-game Purposes in the Redundant Spaces of
Existing Games

KAZUTAKA KURIHARAT!

Gamification is the use of game elements and game design techniques in non-game contexts. A major criticism of gamification,
however, is that it is difficult to realize an appropriate game balance and fun experience because knowledge of the game is
applied a posteriori. Here we propose the concept of toolification of games (ToG), which is a derivative of gamification, and is
defined as “achieving non-game purposes in the redundant spaces of existing games.” This definition makes ToG logically a
subset of gamification; however, the master—slave relationship of game and non-game purposes is reversed. ToG includes
branded, hot-start, avoidable, performable, and narrative features, which allow us to avoid the aforementioned problem of
gamification. We discuss the characteristics and the potential of ToG with existing and self-produced examples including Tetris
3D Modeler, with which the user can design 3D models simply by playing 3D Tetris, as well as Coins for Two, which allows the
user to raise money for charity simply by playing Super Mario Bros.
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Figure 1 The difference between Gamification and

Toolification of Games.
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Figure 2 Bonus game in Street Fighter II [22].
© 1995-2015 by The International Arcade Museum®,
Museum of the Game®. All rights reserved.
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Figure 3 Qix and Gals Panic [17][18].
© 1995-2015 by The International Arcade Museum®,
Museum of the Game®. All rights reserved.
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5 TetrisOut [20]
Figure 5 TetrisOut [20].
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Figure 6 The result of a web search with “biohazard capcom
knife only” as a query. It contains several movies of attempts to
complete the game Biohazard using only the standard equipment

of a knife.
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Figure 7 The result of a web search with “minecraft insane
builds” as a query. It contains several movies of attempts to

construct extraordinary buildings.

(©2015 Information Processing Society of Japan

3.2 Customized Game

Customized Game 137 LA Y —23BEF 7 — L ORF HH
FEZxt LB EMICHIROELEERL, S — 2 OR L I 2 AE,
HESELIHDOTHD. MHEMOEENY =T v 7T
W77 varyF—hE7 VT35, RICERELIZar br
—FEANWBE VAT = AIIBWT, VAT L~DASE
AR ENW EEFICL X ADIEY T 2175, OX
SIATAHN NI HT-5.

HEMRGFIRETH D0, =LY AT LBZ DO
MEMGONESF 2 L, WS 5 2 bbbl Tideu.
Z DEWT Customized Game [FAEMIZIZIH Ciii/e TH 5
2, ZDOX )7 E T YouTube 0= =t = = Ejij 7 & O @i
HEY 2 TP —ERZBWTH — A ERENE O CEFRD
aryrFrYybkiroTBh (M6), hE - =2I2=7 1 &3
BATDHZ LI TEN L VEHEIC/RD. ELLTZED
fEDRY FTix, ARDF—LDOBEIPINCT LA AF V%
Vet L7120 R ZREERFR A B LT IR T7 r—< U ZE
Gl ELTOMETHD.

FABH RO R TCHBICREEZITI S —LThEVA 7
Z7 X, TLELAREKOT—LBNE VD LORHET
OB —LThD. ZhiEbe b e —2DRTEH
HEZMD CRE< &Y, Customized Game DIRAE % B FE
LAWT— LT VA U BENTWIERLTHRW
Ly (X7).

33 F£¥&8

RS — L ORFEHEZIEH T 5 Game in Game ¥ X

" Customized Game DO FF#IE, LA FD X 95 Zphhigeif Al

HINnD.
AV Y =Y (W s AN = oy W = K /N = YA
T, FlmEns =T A A NERIZHT
Ha—PFDEFR— g L EELTV. B 7
V=] LIRS, BELRESES AL RS
THEART— 2, MINEZEOHASEZFENLTHE
K& 5.
BEEME : 2 — W3 — 2 OEBEIZIER TWA, DE D
BTN BT A A VEEDT-DHD,
R B2 LW 5 7 = — XD —ERE 7213250, BE
BT — LD ORGIEE CRRICER SN TN D.
TERERTEEME - Bl Lz 2T A A MR
g, AROF—LDHKEILET L TWRWEERE
V. LR THEIIZRLH 2 TRY
HORBE : 7 =200 2R S Ahilo B K& EK
THDT, ZOT LA BEBOEDDNT f—< 1 A
ThHdD. [TLA LN IARIEETHRAT! |
EWIHEEEZTOND.

11



4. Toolification of Games
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8 Tetris 3D Modeler DA
Figure 8 Tetris 3D Modeler.
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9 Tetris 3D Modeler T/ERK + FII L 72 B 5l
Figure 9 Examples of items designed using Tetris 3D Modeler.
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Figure 10 Examples of 3D modeled designed by the participants

of a workshop on Tetris 3D Modeler.
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B 11 A 7w 27 MIARTELRES — 5 ([13]18 0 511)
Figure 11 Music video game with embedded micro tasks [13].
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Figure 12 PhotoLoop [14].
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